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RESUMO 
 
 Esta monografia é resultado do programa de graduação em Licenciatura em Letras 
Língua Inglesa pela Universidade Federal da Paraíba. Como parte da cultura moderna de hoje, 
o vídeo game tem ganho espaço na vida das pessoas e na mídia. O propósito deste trabalho visa 
investigar o uso do sistema de Atitude – uma subcategoria do sistema de Avaliatividade 
(MARTIN; WHITE, 2005) –, em quatro textos relacionados à comunidade de jogadores, isto 
é, duas notícias e duas resenhas, assim como descompactar a interpretação de significado pelas 
diferentes razões de comunicação nos tipos de texto. Este trabalho se encarregará de investigar 
como itens de Atitude afetam ambos tipos textuais através de uma análise quantitativa em 
contraste com atributos léxico-gramaticais dos ambos tipos textuais. Os resultados sugerem que 
a mídia de games atua em benefício de uma específica empresa de jogos em contraste com 
outra. 
 
Palavras-chave: Avaliatividade, Atitude, Notícia, Resenha, Vídeo Games. 
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ABSTRACT 
 
This final paper is a result of the undergraduate program of the Licenciatura em Letras 
Língua Inglesa at Universidade Federal da Paraíba. As part of today’s modern culture, video 
games have been gaining space in people’s lives and in the media. In this context, the main 
purpose of this work is to investigate the use of Attitude, a sub-category of the Appraisal system 
(MARTIN; WHITE, 2005), in 4 texts related to the gaming community, that is, 2 news report 
and 2 reviews, so as to unpack the meanings construed for the different communicative reasons 
of the texts types. This work will focus on investigating how attitudinal items affects both texts 
types by carrying out a quantitative analysis and contrasting with semantic and lexico-
grammatical attributes of both texts types. Results suggests that gaming media acts in benefiting 
one specific gaming company in contrast to the other. 
 
Key-words: Appraisal, Attitude, News Report, Review, Video Games. 
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1. INTRODUCTION  
 
 According to Esposito (2005), a game played through the management of audiovisual 
devices and based on a story categorizes a video game. Popular across people of all ages, 
specially kids and teenagers, the tremendous aid of technology helped Video Games to be more 
than just controlling something in a screen. Nowadays, Electronic Games have improved on 
graphics and gameplay aspects, but now, it possesses strong elements mainly encountered on 
books like the presence of a Story and a Plot that covers the game’s narrative and in movies 
like Soundtrack. There are many examples of games like The Walking Dead from Telltale 
Games that presents a unique narrative keeping the player entertained by making important 
decisions during some relevant parts of the game. Depending on these decisions, the course of 
the story may be changed. Just like a movie has an important choice of music to be played in a 
determined moment of a specific scene giving supports to what is happening, the same is 
applied to video games. According to Agnello (2018), one of the most appropriate Soundtracks 
in the video games is from Shin Megami Tensei: Persona 4 developed by Atlus, where you take 
control of a school student who has to manage time through the course of the game in having a 
normal student life, going out with friends and going to dungeons and battling some monsters. 
In the previous mentioned game, there is a specific music designed for each moment of the 
game, whereas is a sunny, rainy, cloudy or a snowy day, when the gamer starts a battle against 
normal and stronger monsters, during an important moment of the story to emphasize the 
feeling in the player. 
Video games have evolved when it comes to interacting with one another. Basically, 
any game that allows more than one player is considered a Multiplayer game (COMPUTER 
HOPE, 2017). There are many ways to play a Multiplayer, the most common one is through 
Internet where each player on its own console, pc or mobile device connects and interacts with 
other players. Another method, despite its relevance nowadays has been decreased due to 
Internet, is the LAN, short for Local Area Network which consists in computers, video games 
or equipment in close proximity and capable of sharing resources and information 
(COMPUTER HOPE, 2017). This type of game use to make use of a Dial-Up connection, which 
was established by using a modem (COMPUTER HOPE, 2017) and the Split screen, allowing 
two to four players to play simultaneously.  
As an American popular culture segment (WOLF, 2017), video games have also gained 
important events dedicated to nominate great works and to announce new releases. The Game 
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Awards (TGA) and Entertainment Electronic Expo (E3) are the most notable events when it 
comes to games. According to the official website of TGA (2018), this annual event “bring 
together a diverse group of game players, game developers and notable games from popular 
culture to celebrate and advance gaming’s position as the most immersive, challenging and 
inspiring form of entertainment”. Therefore, just like Academy Awards, this event is 
responsible for nominating the best electronic games of the year. Also, the game industry counts 
with a large event dedicated to cover the new and future releases of the most notable game 
developers. The Entertainment Electronic Expo, most commonly known as E3, also held 
annually, is responsible for putting big game developers together in several stands for them to 
present their new releases to the gaming community. 
There are two big companies that have all the highlights of the players and other game 
developers. These companies not only develop their own games, but they also produce consoles, 
which is defined, according to Wells (2009) “a highly specialized computer system designed to 
allow one or more to play computer games”. One of them is Sony Computer Entertainment, 
responsible for developing PlayStation consoles and the second one is Microsoft, creator of the 
Xbox consoles and Windows platform. There are many other game developers like Rockstar 
Games, Ubisoft and Activision, but they only develop games to be reproduced and played on 
the previously mentioned console platforms, that is, PlayStation and Xbox. 
The game industry also counts with a specific press dedicated to cover the news related 
to games in their websites and channels. Not only that, but these segment of the journalism 
industry also provides the gamer with reviews of games and consoles, assign a specific score 
based on the previously stated elements present in games like storytelling, gameplay, graphics 
and soundtrack and many other aspects. Due to globalization, the media has become one of the 
strongest means of communication that currently exists, capable of broadcasting information 
fast and with uncomplicated access, maintaining the public well informed about what is 
happening in the world through news reports, reviewing a product in texts and other forms of 
transmission. By being a strong communication method, the media can influence its audience 
by the usage of certain language choices that befit what they intend to defend or criticize. 
 What has been observed in the video game media is that the texts put forward in this 
industry tend to be sometimes rather subjective benefiting at times one or the other gaming 
company. The main objective followed in the present research is to investigate the extent to 
which the same one-sidedness is also present in the gaming news. In this sense, the main 
objective followed in the present research is to look into the lexico-grammatical realization in 
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4 texts, that is, 2 news reports and 2 reviews, looking at what is said through the language of 
evaluation. 
 In this context, these are three research question that will guide this work: 
 
 What are the linguistic choices made by writers in news reports and reviews? 
 To what extent do these language choices differ? 
 How do these appraisal choices construe different meanings in different texts types? 
 
 The next section of this monograph will focus on discussing the theoretical framework 
that will support the development of this present work. 
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2. LITERATURE REVIEW   
 
 This section will look into the theory pursued through the development of the present 
monograph. It starts (2.1) by giving an overview of the concept of Genre and how this approach 
was used for the benefits of the analysis of the texts selected in this work. For the analytical 
categories that will be used in the analysis of the texts, this paper provides a discussion of the 
Appraisal System (2.2), and will further discuss the Attitude system (2.2.1) and its sub-
categories, that is, Affect (2.2.1.1), Judgment (2.2.1.2) and Appreciation (2.2.1.3). 
 
2.1 THE CONCEPT OF GENRE  
 
 Genre plays an important role when it comes to defining a specific communicative 
purpose of a text. Miller (1984) states that genre is seen as “a conventional category of 
discourse based in large-scale typification of rhetorical action; as action, it acquires meaning 
from situation and from the social context in which that situation arose”. Also, Bhatia (1993) 
implies that a genre is defined as a communicative purpose is fulfilled by using 
conventionalized linguistic knowledge and speech resources. According to Swales (1990), 
genre is as set of communicative events that make use of elements to share some set of 
communicative purposes. In these terms, the present paper looks at genre as a theoretical 
underpinning, that makes it possible to define a text according to its communicative purposes 
which serves to deliver a rhetorical goal. In agreement with Matthiessen (2010), genres are seen 
as text types that allows generalization based on a variety of similar texts to establish a recurrent 
type. The aforementioned author put forward eight basic text types, namely: enabling, 
expounding, doing, sharing, recommending, reporting, exploring, and recreating. Though being 
very relevant for any work on genre studies, this work, due to time and space constraints, will 
focus on two types for the analysis of the data gathered here.  
On the one hand, reviews are considered to be located in the Exploring realm of types 
of texts as they include argumentation and views. Reviews are usually realized by 
[Context^Description^Judgement]. In an argumentative exposition, speakers/writers try to 
convince their audience about their point of view providing some evidences in order to support 
it. On the other hand, news report belongs to the Reporting dimension of texts as they are 
typically realized by [(Headline ^) Lead^ (Lead Development) ^(Wrap-up)]. These texts are 
written by authors who tend not to know their addressee, however, there is usually a part of the 
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general public that is an intended audience that shares background and common values 
(MATTHIESSEN, 2010).  
 Both Exploring texts as well as Reporting text types tends to present a degree of 
evaluation as attitudes are negotiated through the texts. As such, the next section will devote a 
discussion on the Appraisal System.  
 
2.2 THE APPRAISAL SYSTEM  
 
 Appraisal is a linguistic framework used to investigate how speakers and writers express 
their value of arguments, that is, emotions, things and people and how these values are 
established either ideologically or inter-subjectively in the texts. According to Oteíza (2017), 
this framework “aims to provide a comprehensive theoretical and descriptive systematisation 
of the linguistic resources that can be used to construe the value of social experience, and 
thereby to achieve a richer understanding of the patterns of interpersonal meaning beyond the 
manifestation of only emotionality across discourse”. Martin and White (2005) affirm that 
Appraisal is an approach used to analyze perspectives and evaluation in one of the main features 
of discursive semantics through the construction of interpersonal meaning including 
involvement and negotiation. 
Writers and speakers make use of different choices of appraisal on simple conversations 
with people from everyday lives or even in a professional environment like writing news. Thus, 
revealing their constructed point of view/social position in an interpersonal way. 
Most appraisal systems are supported on the contrast between “positive” and “negative” 
or in a dimension between “high”, “medium” and “low” regarding some qualitative proportion 
(MARTIN; ROSE, 2007).  
The next following section of this paper is dedicated to providing a brief overview of 
one of the three sub-systems of Appraisal, namely Attitude, Engagement and Graduation. 
According to Martin and White (2005), the first sub-system is focused on human feelings, 
emotional reactions, judgment of behavior and objects/things/situation evaluation, while the 
second one deals with the source of the attitudes and the speech in relation to the discourse 
perspective and finally, the third aims to evaluate the intensity of a situated event. For the 
purpose of this work, only Attitude and its sub-categories will be further explained. 
 
2.2.1 ATTITUDE  
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 Attitude can be characterized as those markers that realize feelings that can be seen to 
belong to the following system of feelings (OTEÍZA, 2017) as displayed in the figure bellow: 
 
 
 Figure 1: Attitude System 
According to Martin (2000), Attitude can be used as a semiotic system that will allow 
writers and speakers to give their opinions and position in a specific text. Moreover, Silveira 
(2011) detail that Attitude focuses on human feelings and emotions, including emotional 
reactions, judgment of behavior and the evaluation of objects, events or situations. In a news 
report, for example, a writer may make use of attitude to add his/her values and feelings to a 
specific event in which s/he is covering.  
Martin and White (2005) sub-categorize Attitude in Affect, Judgment and Appreciation. 
These three sub-categories are linguistic assets that the writer/speaker may use to express moral, 
emotional and aesthetic opinions which are not expressed only through adjectives, but also by 
making use of other lexico-grammatical choices, expressing their value of arguments in an 
explicit or implicit way. The next following subsections will further explore the three sub-
categories of Attitude. 
 
2.2.1.1 AFFECT 
 
 Affect is realized through the mental processes of reaction, which can be positive or 
negative. According to Silveira (2011), Affect is directly connected to the emotions of the 
A
TT
IT
U
D
E Affect HappinessSecurity
Satisfaction
Judgement
Social Sanction
Social Esteem
Appreciation Reaction
Composition
Valuation
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writer/speaker, showing and demonstrating how involved s/he is with the object, person or 
thing. 
 In agreement to White (2004), Affect can be classified in three variables, all of them 
represented in lexical levels through adjectives, adverbs, verbs and nominalization. The first 
one is happiness and unhappiness which is tied to matters like: love, happiness, sadness and 
anger. While the second one stands for security and insecurity and it is related to emotions 
connected to welfare like fear, anxiety and trust. The last one is classified as satisfaction and 
dissatisfaction, where emotions are related to goal pursuit like displeasure, boredom, respect 
and curiosity. 
 
2.2.1.2 JUDGMENT 
 
 Judgment is considered the ways through which the conduct of oneself is being 
evaluated. This evaluation can be positive or negative, making reference to a set of traditional 
models or their nature. In other words, Florek (2017) defines judgment as attitudes related to 
human being conducts that people admire, condemn and criticize. Nevertheless, Vian Jr. (2009) 
explains Judgment as reference to the universe of proposal on behavior.  
There are two lexical choices of judgment and they consist in judgment of esteem and 
sanction. The first one, according to Martin (2000), involves the feelings of admiration and 
criticism, which includes social acceptance and non-acceptance, being capable of doing 
something or not, being ordinary or anomalous, etc. While the second one is associated with 
compliment and disapproval, as well as legal and illegal, moral and immoral issues, the way 
people are expected to behave like morality and honesty and so on. Similar as Affect, Judgment 
can be established in positive and negative poles, in which they may be explicit or implicit. 
 
2.2.1.3 APPRECIATION 
 
Appreciation turns its attention to the object in valuation (SILVEIRA, 2011). Different 
from Judgment, which directs attention to analyzing human behaviors, Appreciation will 
evaluate things, objects, products, concrete texts and other related examples. 
 Martin and White (2005) classify three types of Appreciation: reaction, composition 
and value. The first one is related to the ways through which an object drives someone’s 
attention. Moving forward, composition is related to the complexity and balance of what is been 
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evaluated. The last one, that is, valuation, is characterized by the way an object is considered 
valuable in terms of innovation and relevance. 
These Appreciation categories may also be considered as questions, according to Martin 
(2004) as: (i) for reaction: “Did I like it?” and “Does this please me?”; (ii) for composition: 
“Does that sound elaborated?”; and (iii) for value: “Was it worth it?”. These provided questions 
turn up to be significant in identifying which form of Appreciation occurs in a clause. 
After a brief discussion on the three sub-categories of Attitude: Affect, Judgment and 
Appreciation, it is important to highlight that all of them are basically related to feelings 
(SILVEIRA, 2011). The only main difference between them are the fact that in Affect, feelings 
are related to how human relations are perceived, due to a specific stimulus, making the focus 
being on the speaker/writer. The other two sub-categories, Judgment and Appreciation, the 
main difference in relation to Affect is that the feelings that are present in these two sub-
categories are now institutionalized, that is, their focus will be targeted in the evaluation of 
objects, situations and phenomenon properties. 
After this overview of the theoretical approach that is subsumed in Chapter 2, the 
following Chapter will go into the exploration of the analytical steps undertaken in the present 
monograph.  
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3.0 METHODOLOGY 
 
In the present work, a comparative analysis will be conducted between two news reports 
in which both covers the loss of the exclusivity of a game, as well as two reviews on Sony 
Computer Entertainment's PlayStation 4 Pro console and Microsoft's Xbox One X, making a 
total of four texts to be analyzed. The first piece of news was published on August 2016, while 
the second to be compared was written in January 2017, totaling a difference of five months. 
Meanwhile, the first review was published on November 2016, with a one-year difference from 
the second opinion piece under review, published in November 2017. 
Due to high technological investment, partnerships and advertising, Sony Computer 
Entertainment with the PlayStation 4 Pro console and Microsoft with Xbox One X console 
dominate the actual gaming market. Due to this fact, in regard to the journalistic branch of 
electronic games, news involving both companies tend to emerge constantly. Thus, a 
positioning of each company about an announcement of a game being for both platforms or as 
an "exclusive" game for a certain console, opinion pieces such as reviews among others, end 
up being made and broadcasted by specialized journalistic sites like Universo Online (UOL 
Henceforth), IGN (Imagine Games Network), Eurogamer and other companies in the aims of 
achieving the gaming public. 
In this context, as it was mentioned before, this paper selected two news reports and two 
reviews. The two news report cover about the loss of the exclusivity status of a game. The first 
news report focus on reporting about the game Quantum Break, and the second news report 
aims to cover the game Rime. As for the two reviews, is detailed about the Xbox One X console 
from Microsoft in one review and the PlayStation 4 Pro from Sony Computer Entertainment in 
the other. 
The news reports and reviews were selected from UOL, which is one of the most 
relevant Brazilian companies in terms of providing services, matter and internet services. The 
website UOL also serves as a host for other websites. The service of hosting allows other 
companies and institutions to post their web page online. The company UOL, as a provider of 
the service, gives the necessary tools and utilities for the specific company website be posted 
on the Internet. That said, that are two independent companies that are hosted by UOL, but 
which run their own stories, news, etc. The first one is Adrenaline, the website responsible for 
the news report concerned the game Quantum Break. The second website is Gizmodo, liable 
for the PlayStation 4 Pro and Xbox One X reviews. It makes relevant mentioning that the second 
news report selected for analysis concerned the game Rime, does not apply to the 
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aforementioned category, since the website, namely Start, is a portal that belongs to UOL itself. 
In terms of authorship, in the two news report selected, each one was written by different 
journalists, while the two reviews were developed by the same author. 
The news reports and reviews will be analyzed by making use of the Appraisal 
methodological apparatus provided by Martin and White (2005). Due to the short size of the 
selected news report, it was possible to cover and analyze each sentence. Since all clauses1 
throughout the four texts are from Brazilian Portuguese, it was made necessary to briefly 
explicate their meaning. The sentences chosen for analysis were selected in accordance to the 
most important elements present in each text type, that is, Reporting and Exploring 
(MATTHIESSEN, 2010). The first one realized by [(Headline ^) Lead^ (Lead Development) 
^(Wrap-up)] and the second one is realized by [Context^Description^Judgement]. Although the 
Appraisal system analysis is made through lexico-grammatical items, that is, words and 
vocabulary, this monograph will also consider a semantic analysis in order to unpack the 
meaning existent beyond the words.  Finally, this work provides a quantitative table of the 
findings for both news report and reviews as the total number of attitudinal items in both news 
reports and reviews are revealing of a pattern. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
                                                 
1 The term clause will be used in this monograph holding the same meaning as the commonly used term sentence. 
There is no theoretical grounding in the use of such term. 
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4.0 DATA ANALYSIS 
 
In investigating the topic that occurs most frequently in the texts and which could serve 
as the object of analysis in each text, it was possible to observe that in all the texts, the very first 
subject found in the textualizations functioned as the point of departure for the texts. This 
coincides with what Espindola (2010) states regarding the relevance of the first element found 
in a text as to be the element to provide the framework for the interpretation of that message. 
 In all the texts used for analysis, the very topic of the passages is given as the subjects 
in the headlines of the four texts. In text 1 (APPENDIX 1), for example, the subject Quantum 
Break is the subject of the headline and it is repeated through all the texts by using synonyms 
and through anaphoric reference. The same occurrence is applied through the other three 
analyzed texts. 
 In this way, the following subsections focus on analyzing the occurrences of the 
attitudinal items in the four texts. Due to the texts sizes, the analysis from news report covers 
all sentences in order of occurrence, while the ones from reviews only the most relevant were 
selected for analysis. Last but not least, this paper provides an overview of the overall analysis 
in the last section.   
 
4.1 TEXT 1: NEWS REPORT_QUANTUM BREAK  
 
 The first text to be analyzed is a news report (APPENDIX 1; TEXT 1.1) from the 
website Adrenaline, published by Carlos Felipe Estrella in 2016. With its headline named “Era 
tudo mentira (APPENDIX 2; TABLE 2.1; OCURRENCE 2.1.1)2, Quantum Break será lançado 
na Steam, agora compatível com DirectX 11”(1.2), this texts aims to provide the information 
of the loss of the exclusivity status of the game Quantum Break.  
In the headline, the clause “Era tudo mentira” (2.1.1) refers to a previous statement of 
Microsoft company to announce that Quantum Break would be a console exclusive. However, 
later on they advertise that Quantum Break would no longer be a console exclusive, but now 
would be released also by one of the main competing companies, namely, Steam. In these terms, 
the text makes use of Judgment-Judge of esteem as the act of lying it is not a positive behavior. 
 Still in the headline, “Quantum Break será lançado na Steam, agora compatível com 
DirectX 11” (2.1.2), it can be observed that the subject, Quantum Break, will be launched and 
                                                 
2 All the occurrences can be seen in the Appendix section of this present paper (pg, 34).  
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will be compatible referring to the second classification of Appreciation, that is Composition. 
As Martin (2004) says, composition is related to the complexity and balance of what is been 
evaluated. In this sense, the launching and compatibility of such game can be characterized as 
Appreciation-Composition. 
Into the next clause to be analyzed, “Parece que aquela história de Quantum Break ser 
exclusivo da Windows Store no PC ou de que o game seria somente compatível com DirectX 
12” (2.1.3), the author of the news uses the word “exclusivo” to refer to the main topic of this 
text, Quantum Break, as an exclusive game. This term is commonly used by the game industry 
to refer to certain games that are exclusive to a certain platform. Therefore, fact of Quantum 
Break being an exclusive game or not, can be described as Appreciation-Composition. It is 
important to mention the presence of Judgment-Judge of esteem in the next clause: “não 
passavam de mentira” (2.1.4), again, by the usage of the word lying. 
Moving forward, it is observed the use of expression “título de ação” in which the text 
intends to classify the game Quantum Break as an action game in “Isso porque o título de ação 
da Remedy” (2.1.5). An action game is a type of game that tests the player’s reflex, velocity 
and logical thinking skills, providing the player with intense combats, puzzle solutions and 
exploration. Therefore, “título de ação” can be classified as Appreciation-Composition. 
The next sentence to present elements of Appreciation is “Este download digital” 
(2.1.6). This realization refers to the fact that Quantum Break is a digital download. In this 
sense, it is important to highlight that nowadays, games are distributed in many ways and the 
mostly common ones are through physical copies and digital copies. Physical copies are the 
most famous type specially between collectors. In this case, the player acquires a copy engraved 
into a disc or a cartridge stored in a box cover. Moreover, digital copies have gained ground in 
the game industry. A digital copy is a reproduction of an archive, in this case, a game, which is 
commercially distributed. Steam platform is a software created by Valve Corporation, 
responsible for distributing digital games and services. In view of this, the clause “Este 
download digital” is referring to a fact of Quantum Break is being released on Steam through 
digital download. That said, the fact that Quantum Break is referred as a digital download 
supports the classification of this clause in Appreciation-Composition. 
The last clause to be analyzed is “A Microsoft só não explicou se as versões compradas 
na Steam” (2.1.7). In this clause, there is the expression “versões compradas” to refer to the 
game in focus, Quantum Break. This means that the aforementioned clause is referring to the 
Steam version of Quantum Break, differing from the other version of game, which can be found 
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in the Microsoft Store. In these terms, the use of the Portuguese word “versões” refers to 
Quantum Break as a version, supports that this lexico-grammatical element can be defined as 
an Appreciation-Composition. 
Moving forward to the next section, this present paper will focus on the analysis of the 
second news report. Different from the independent nature of Adrenaline, the following text is 
provided by Start, the gaming portal of UOL, dedicated to cover news related to the gaming 
community. 
 
4.2 TEXT 2: NEWS REPORT_RIME 
 
 The second news report (APPENDIX 1; TEXT 1.2) chosen for analysis was written in 
the year of 2017 by the authorship of UOL. This text published in UOL’s gaming news 
platform, namely Start, is entitled “Antes exclusivo do PS4, "Rime" sai em maio também no PC, 
Xone e até Switch” (APPENDIX 2; TABLE 2.2; OCCURRENCE 2.2.1), and similar to the 
previous analysis, it aims to provide the information about the loss of the exclusive title of the 
game Rime.  
 The headline of this text is presented to the reader as “Antes exclusivo do PS4, "Rime" 
sai em maio também no PC, Xone e até Switch”. The present title, just like the previously 
analyzed news report, announces to the reader the fact that the game Rime is no longer an 
exclusive game for PlayStation 4, being now launched on other platforms. In this clause, it is 
observed the use of the word exclusive again to categorize the game Rime. That said, this 
occurrence is perceived as an textualization of Appreciation-Composition.  
 Moving forward to the next clause, “Anunciado originalmente como game exclusivo 
para PlayStation 4” (2.2.2) is used by the author of the text to refer to a previous announcement 
where Rime was supposed to be an exclusive game for the PlayStation 4 console. The words 
“anunciado”, “originalmente” and “exclusivo” can denounce the occurrence of Appreciation-
Composition, since it is referring to the game Rime as an announced originally as exclusive 
game. 
 The next sentence chosen for analysis is “"Rime" deixou de ser título exclusivo do 
console da Sony” (2.2.3). In this clause, the textualization in this news report chooses to 
reinforce the same idea of the two clauses analyzed previously, presenting the reader with the 
information that the game Rime is no longer a Sony exclusive, in other words, a PlayStation 
exclusive, since the company Sony Computer Entertainment is responsible for developing the 
PlayStation consoles. The phrase “deixou de ser” implies the feeling that, in this case, the game 
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Rime, is no longer “something” and the words “título” and “exclusivo”, respectively, refer to 
the game as a title and exclusive. In this sense, a case of Appreciation-Composition. 
 Different from the previous analyzed news report (APPENDIX 1, TEXT 2), the clause 
“O game de Aventura” (2.2.4) now entitles the game Rime as an adventure game. An adventure 
game can be defined as kind of game that the player controls a protagonist through an adventure 
and has its focus on the plot and puzzle solving (ROLLINGS & ADAMS, 2003). As a result of 
the term “game de aventura” being applied to the main object of this news report, that is, the 
game Rime, is perceived the occurrence of Appreciation-Composition. 
 The following clause choose for analysis is “… com fortes referências” (2.2.5). This 
sentence is referring to the fact that Rime contains strong references of classical games in its 
gameplay feature. In other words, these references refer to objects, dialogues, graphical and 
gameplay elements that reminds who is playing Rime, of other games as well. Some examples 
highlighted by the news report are the games ICO and The Legend of Zelda Wind Waker. 
Therefore, this occurrence may be interpreted as an example of Appreciation-Composition. 
 Moving forward, the occurrence of Appreciation is observed in the clause “terá versões 
também para Xbox One, PC e até Nintendo Switch” (2.2.6). Analyzing it furtherly, the 
aforementioned clause has the purpose to demonstrate to the reader that the main object of the 
news report, Rime, is going to be released on other gaming platforms besides PlayStation 4 
console, namely, Xbox One console, Personal Computers (commonly known as PC) and 
Nintendo Switch Console. As it was mentioned before, the choice of using the word “versões” 
can be characterized as an Appreciation-Composition occurrence. 
 The next occurrence in the text is “De fato, o Ministério da Justiça já tinha dado 'spoiler' 
dessa novidade.” (2.2.7). The sentence in question informs the reader that the Brazilian Ministry 
of Justice had previously rated the game Rime for others platforms in its website. The text makes 
use of the word “novidade” to refer to the fact that Rime is no longer an exclusive PlayStation 
4 game as a novelty. The feeling of novelty in the case of this news report can be described as 
one of the three types Appreciation, that is, Reaction. As stated by Martin and White (2005), 
the Appreciation-Reaction type is related to when an object drives someone’s attention, which 
in this case, is implying the feeling of novelty/surprise for the occurrence of this event related 
to the game. 
 On to the next occurrence, the clause “Aventura para apenas um jogador com gráficos 
coloridos e muitos quebra-cabeças” (2.2.8) is suggesting that the electronic game Rime is an 
adventure game that focus on a single player experience, possess colorful graphics and have a 
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lot of puzzles to solve. When the text mentions the game as a single player status, it means that 
the game only makes use of one player during the whole course. In other words, the majority 
of the gameplay experience will be of one player only, that is, without the aid of another player. 
The author of the news report provides the reader with a second compositional characteristic, 
which is its colorful graphics, highlighting one of the main singular aspects of the game Rime. 
The last attribution unpacked in Rime in this realization is the presence of puzzles in the game. 
This suggests that the player, who decides to play Rime, will face a great variety of puzzles in 
order to advance through the game. Thus, characterizing Rime as single player, colorful and 
having a lot of puzzles to solve, this sentence can be classified as Appreciation-Composition 
occurrence. 
 Finally, “"Rime" é produção do estúdio Tequila Works” (2.2.9) implies that Rime is the 
characteristic of being a production of Tequila Works. The use of this term in the present clause 
refers to Rime as a production of Tequila Works, a game developer mostly known for the 
development of the game Deadlight. Assigning the characteristic of the game Rime as a 
production implies the occurrence of Appreciation-Composition. 
 Now, the present monograph moves further onto the next step, by providing an analysis 
of the attitudinal items present in two selected console reviews published by the website 
Gizmodo. 
 
4.3 TEXT 3: REVIEW_PLAYSTATION 4 PRO 
 
 As stated by Matthiessen (2010), in Exploring text types writers/speakers try to convince 
their audience about their point of view by exploring societal values in public, similar to what 
happens in the media. In this sense, a review can be written by professionals like journalists, 
with the means to address the audience through their texts aiming at persuading the public that 
their opinion is plausible.  
 The first text to be analyzed is a review provided by the website Gizmodo which 
evaluates the PlayStation 4 Console. During the reading of the text, seventeen (17) occurrences 
of Appreciation were found, this can be subdivided into 11 cases of Reaction, 9 of Value and 7 
of Composition, and only 2 manifestations of Affect, representing the feelings of Satisfaction 
and Dissatisfaction. 
 The high occurrence of Reaction and Value supports the idea of this text being defined 
as review. In accordance to Martin and White (2005), Reaction are those occurrences that 
indicates how the object/thing drives someone’s attention; and Value are those that indicate 
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how valuable the object in analysis is when it comes to innovation and relevancy terms. In this 
sense, the text reveals its orientation by making use of Reaction and Value choices. 
 The headline of this review servers as a point of departure for the analysis. In 
“PlayStation 4 Pro é o console mais potente já feito” (APPENDIX 2; TABLE 2.3; 
OCCURRENCE (2.3.1) refers to the fact that PlayStation 4 console is considered, the most 
powerful console ever made. This attribution to a console implies the categorization of 
Appreciation in two spheres, that is, Reaction and Value. The use of the expression “console 
mais potente já feito” emphasizes how potent PlayStation 4 Pro is, that is, the presence of 
Reaction in this clause can be perceived by how the console got the writer attention in referring 
to PlayStation 4 Pro as the most potent console ever made. The existence of Value is perceived 
in the same expression, “console mais potente já feito”, since a feeling related to its relevance 
and innovation is expressed through the attribute of being the most potent console that was 
made. 
 The occurrence of Value and Composition, as a category of Appreciation, is 
acknowledged in the next clause: “o PS4 Pro é para fãs que querem atualizações gráficas 
consideráveis para seus jogos” (2.3.5). This sentence is referring to the fact that PlayStation 4 
Pro is for fans who want considerable graphical upgrades to their games, in other words, buying 
a PlayStation 4 Pro is only worth to those who desire and prefer a better image quality, 
characterizing this occurrence as a situation of Appreciation-Value. A manifestation of 
Appreciation-Composition is also recognized by the use of atualizações gráficas to refer to one 
of the features of the PlayStation 4 Pro console. 
 According to Occurrence 2.3.17 (APPENDIX 2; TABLE 2.3), there is an example that 
highlights the presence of Value in the text. The review argues in “Se você quer usar o máximo 
que a sua TV UHD oferece e faz questão de ter os melhores gráficos possíveis em um console, 
o PS4 Pro vai oferecer a melhor experiência possível atualmente” that gamers who intend to 
enjoy games with graphical improvements on a high technology television, could take 
advantage of PlayStation 4 Pro console as it going to offers this a great experience. That said, 
the fact that acquiring a PlayStation 4 Pro is only worth to those who wants a better graphical 
experience, defines an occurrence of Appreciation-Value. 
 In comparison to Appreciation, although occurrence of Affect not being so frequent in 
the present review, there were two clauses that deserves a closer attention, that is, 2.3.2 and 
2.3.12 (APPENDIX 2; TABLE 2.3). The first one relates to a feeling of satisfaction, that is, the 
text presents feelings of amusement and joy towards all the hype promoted to the PlayStation 
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4 Pro through playing the inFamous First Light in the aforementioned console by the usage of 
the word “apreciei” in: “Teve um momento jogando Infamous First Light, conforme a heroína 
feita de luz escalava uma parede em meio à escuridão, que eu apreciei bastante todo o hype ao 
redor do PS4 Pro”. The second occurrence of Affect is observed by the feeling of 
dissatisfaction shown by the word “detesto" in the text which presents dissatisfaction with lack 
of simplicity PlayStation 4 Pro in terms of getting the right equipment in order for the console 
to show its full potential: “… E esse é o tipo de coisa que, pessoalmente, detesto ver em 
consoles”. Feelings like satisfaction and dissatisfaction, in line with White (2004), is one of the 
three variables of Affect, thus, allowing this occurrence to be analyzed as a case of Attitude. 
 The next following section provides the analysis of the second text, which is also a 
review provided by the same website: Gizmodo. 
 
4.4 TEXT 4: REVIEW_XBOX ONE X 
 
 In similar lines with the analysis of Text 3, due to the nature of the text type, that is, an 
Exploring type (MATTHIESSEN, 2010), a high occurrence of Appreciation is found through 
the text. By looking at each sentence, there were 09 incidents of Reaction, 13 for Value and 4 
for Composition as a category of Appreciation and 2 occurrences of Judgment in terms of Judge 
of esteem. 
In this text, the headline also serves as a good point of departure (APPENDIX 2; TABLE 
2.4), stating that Xbox One X é o console perfeito para o PC gamer preguiçoso 
(OCCURRENCE 2.4.1). The phrase in question means that the Xbox One X console is a perfect 
option for a lazy PC gamer. By attributing this concept to Xbox One X and the PC gamers, this 
can be described as an example of Appreciation-Value. 
Another incidence of Value can be found in a peculiar choice of words. The clause “Se 
você puder ignorar o fato que todos os seus amigos provavelmente são donos de Playstation 4 
… então o Xbox One X é quase o console perfeito.” (2.4.4), states that if gamers can ignore the 
fact that most their acquaintances are owners of a PlayStation 4 console, gamers may consider 
buying an Xbox One X console. That said, the occurrence of Appreciation-Value is shown in 
the sentence by considering Xbox One X worth only if gamers can ignore the aforementioned 
situation. 
Sentences like “Além de entregar uma imagem quase tão boa quanto PCs poderosos, o 
resultado final também é mais bonito que o do PS4 Pro” (2.4.7) and “O Xbox One X é muito 
bom, mas você não pode jogar com seus amigos donos de PS4s e PCs” (2.4.12) can be 
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highlighted as cases of Appreciation-Reaction. The first clause implies that Xbox One X cannot 
bring graphics as good as the ones from high advanced computers, but provides a better 
graphical experience than its main competitor, the PlayStation 4 console. Thus, the choice of 
words to refer to Xbox One X graphics as almost good as the PC ones and better than 
PlayStation 4 Pro can be described as an example of Appreciation-Reaction. Onto the next 
clause, it says that although Xbox One X console is good, it does not allow for playing with 
PlayStation 4 Pro and PC owners. According to the text, the fact of not being able to play with 
other platforms does not please the public, that is, this idea of not being pleased implies 
Appreciation-Reaction. 
Moving forward, the presence of Appreciation-Composition, can be noticed in 
sentences like “ele é menor que o Xbox One S e o Playstation 4 Pro” (2.4.5) and o “Xbox One 
X nunca ultrapassará os 60” (2.4.6). The first clause states that Xbox One X console is shorter 
than the Xbox One S and PlayStation 4 Pro consoles, thus, the size of the video game can be 
categorized as Appreciation-Composition. The second sentence states that Xbox One X will 
never suppress the mark of 60 frames per second (FPS) in a game. In a nutshell, the term frames 
per second, also known by photograms, is a unit that measures the rate of an audiovisual device. 
In this sense, this compositional element of a game can be ranked as Appreciation-Composition.  
Although it is not frequent as Reaction and Value, it is relevant to look at the incidence 
of Judgment present in two clauses (2.4.1 and 2.4.11). Making a return to the headlines of the 
review, Xbox One X is defined as the perfect console for a lazy PC gamer. The use of the word 
“preguiçoso” can be classified as social behavior that is not accepted in society. Thus, as stated 
by Martin (2000) this clause can also be defined as Judgment, that is, judging the esteem as it 
evolves the feeling of criticism around a non-acceptable human behavior, in this case laziness. 
Furthermore, the occurrence of Judgment is noticed by the use of the word “obcecado” in 
clause (2.4.11) to refer to the gamers who are spellbound to Xbox consoles, alleging that Xbox 
One X consoles are only for obsessed Xbox players who want the better graphics for their 
games. The feeling of being obsessed can be related to addiction, which is a social behavior not 
well regarded by the society, implying that the aforementioned clause is Judgment-Judge of 
esteem. 
After the analysis of the four texts above, the next section aims in discussing the findings 
across the two news report and the two reviews by providing a table with the total number of 
occurrences of Attitudinal items found through the analysis and providing an overview of the 
findings. 
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4.5 OVERVIEW OF THE ATTITUDE ANALYSIS 
 
The following chart shows the total number of Attitudinal items found during this 
present work, that is, Affect, Judgment and Appreciation in the 2 news report and 2 reviews: 
 
Text Affect Judgment Appreciation Total 
News Report_Quantum Break 0 2 5 7 
News Report_Rime 0 0 10 10 
Review_PlayStation 4 Pro 2 0 17 19 
Review_Xbox One X 0 2 16 18 
    Table 1: Number of Attitudinal items in the chosen texts 
 
 The total number of Attitudinal items are approximately the same for each of text type 
here analyzed. Moreover, while similar patterns are reported of its sub-categories on news 
report, different ones are perceived in reviews.  
 The limited use of Affect can enable writer to produce an accurately interpretation of 
the events in an objective and rational way, fitting the requirement of precise interpretation of 
writing (MARTIN, 2007). Such case observed on the PlayStation 4 Pro review, in which the 
text use Affective elements to argue precisely what is intended to say by exposing feelings 
positively and negatively. In Exploring text types, writers/speakers try to convince their 
audience that their point of view is plausible (MATTHIESSEN, 2010). Thus, a relationship 
between the writer and its audience can be a significant concern in Exploring text types. In 
Reporting texts types, the relationship between writer and reader tends to be a professional one 
(MATTHIESSEN, 2010). In that sense, the use of Affect elements can place a text with a 
professional writing in a critical situation by evoking emotions and feelings, neglecting the 
presence of evidences and proofs through legitimate information, justifying the non-occurrence 
of this Attitudinal item in news reports. 
 Judgment, as a sub-system of Appraisal, is defined as the attitudes related to human 
behavior and conduct (FLOREK, 2017). During the analysis of the texts, Judgmental items is 
perceived on one news report (Text 1_Quantum Break) and one review (Text 4_Xbox One X), 
and in both, the Judgment level appears to be negative. By the context of both texts, that is, 
games and consoles, considered an object/thing, the use of Judgment is perceived in low 
occurrences, as demonstrated in the table above. So, in both texts types, news report and 
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reviews, Judgment does not appear in great frequency as the text covers and reviews an 
object/thing. 
 The attitudinal item Appreciation is, according to Table 1, the most recurrent sub-
category to appear across all the texts chosen to be analyzed. The Appreciation system, different 
from Judgment, evaluates objects and things instead of human behavior. Therefore, this 
supports the high number of occurrences of Appreciation throughout the texts, as the texts 
discuss games both in news report and reviews. In both news reports (Texts 1 and 2), is 
perceived a recurrent presence of Appreciation-Composition. The low occurrence of the other 
two sub-categories in the two news report, that is, Reaction and Value, in comparison to 
Composition, reinforces the idea that the relationship between the writer and its public tends to 
be on the professional side, thus, an attribute of Reporting text types (MATTHIESSEN, 2010). 
On the other hand, during the analysis of both reviews (Texts 3 and 4), a higher occurrence of 
Reaction and Value items is recognized in comparison to Composition features. In accordance 
to Matthiessen (2010), in reviews, as part of the Exploring text type, writers try to convince that 
their perspective is acceptable. Moreover, alleging how an object/thing got the writer attention 
and by evaluating it (MARTIN; WHITE, 2005), supports the idea of writers in expressing their 
own perspectives to the audience. Such phenomena seem to be a recurrent event on reviews. 
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5.0. CONCLUDING REMARKS  
 
 During the writing process of the present monograph, the author made a choice of 
looking only through the perspective of one sub-system of Appraisal, that is, Attitude. This 
decision seemed the most suitable one in order to achieve the purpose of this work, which is to 
explore the lexico-grammatical choices used in both the Exploring and Reporting fields with a 
degree of evaluation as attitudes are negotiated through the texts. 
Due to the high encounter of Appreciation items during the analysis across all four texts 
and in order to enrich and provide a remarkable support for this monograph it was made 
necessary a further look through the three sub-categories of Appreciation, that is, Reaction, 
Composition and Value. Thus, each chosen sentence for analysis was not only classified by its 
attitudinal item, but it also provided its respective sub-category as well. 
In regards to the analysis of all four texts, is perceived an interpersonal relationship 
between in reviews due to the nature of Exploring text type [Context^Description^Judgement] 
in comparison to Reporting text types [(Headline^)Lead^(Lead Development)^(Wrap-up)] 
(MATTHIESSEN, 2010). That is, writers in reviews, by describing, reacting and evaluating an 
object through a context and giving their arguments and perspectives to the audience about their 
point of view, can develop an interpersonal relationship with the reader through the text. The 
usage of words like “você” to refer to the reader as “you” occurs frequently in both reviews, 
reinforcing the aforementioned occurrence between the writer and the reader. In contrast with 
Reporting texts types, represented in this monograph as news report, authors provide a headline 
and guide, report, lead and sum up the text to their audience. According to Matthiessen (2010), 
there is a professional between the “reporters” and the public, that is, this text type tends to be 
written in a professional and formal style. 
 Based on the analysis provided on the Appraisal Analysis, is perceived more negative 
lexico-grammatical choices on the news report and review related to the Xbox One console and 
the game Quantum Break. To support this idea, as observed in Table 1, there are only 
occurrences of Judgment in Text 1 (APPENDIX 2; TABLE 2.1) and in Text 4 (APPENDIX 2; 
TABLE 2.4). The usage of Judge of esteem, that is, words related to behaviors that are not well 
regarded by society (MARTIN, 2000) like “mentira” (APPENDIX 2; TABLE 2.1; 
OCURRENCE 2.1.1), “preguiçoso” and “obcecado” (APPENDIX 2; TABLE 2.4; 
OCURRENCE 2.4.1 AND 2.4.11), may induce negatives feelings on the reader. Furthermore, 
by analyzing the attitudinal items through the texts, it was perceived in the Xbox One X review 
(APPENDIX 1; TABLE 2.4), a higher occurrence of two sub-categories of Appreciation, that 
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is, Reaction (09) and Value (13) in relation to Composition (4). In comparison to the PlayStation 
4 Pro review (APPENDIX 1; TABLE 2.3), a low variation in numbers of the same sub-
categories of Appreciation: Reaction (10), Value (9) and Composition (7) was encountered. In 
Text 4 there is a concern in reacting and evaluating than detailing the compositional features of 
the Xbox One X console, while in Text 3, a similar number of occurrences between the three 
sub-categories is perceived. It is important to highlight that, different from the Affect and 
Judgment sub-systems, Appreciation feelings are not be evaluated in positive or negative, but 
as it is observed in the analysis provided in this paper, the lexico-grammatical and semantic 
choices used to refer to the Xbox One X console are used in a negative way (2.4.1; 2.4.4; and 
2.4.11) when it is compared to the PlayStation 4 Pro console (2.3.1; 2.3.3 and 2.3.16).  
Furthermore, the appraisal analysis of the four texts suggests that gaming media tends to act in 
favor of the company Sony Computer Entertainment and negatively towards Microsoft 
industries.  
 As a student and worshiper of video games, the matter in question always got my 
attention since childhood and nowadays, this passion only seems to grow. As a result, it is 
undeniable, especially in the today’s modern world, not to read and do research about what you 
like. The more I read about games news reports and reviews, the more I perceived how media 
treats the two most powerful video game companies, that is, Sony Computer Entertainment and 
Microsoft. Even though I read the same kind of news report and reviews, I have come to 
recognize that when it comes to talk about Microsoft’s games, consoles and systems, gaming 
media tends to expose the company negatively. Due to the theoretical framework discussed 
throughout this monograph, such as works from Martin and White (2005) and Matthiessen 
(2010), I was able to further analyze the chosen texts and demonstrate the aforementioned 
occurrence in the gaming journal. 
 Finally, the main purpose of the present monograph is to discuss how lexico-
grammatical choices and the text type configuration can be applied to investigate the attitude 
system in news report and reviews and demonstrate how gaming media tends to act negatively 
towards the company Microsoft and related products in comparison to Sony Computer 
Entertainment ones. 
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APPENDICES 
 
1. APPENDIX 1 – TEXTS – NEWS REPORT 
1.1. TEXT 1 – NEWS REPORT 
 
ERA TUDO MENTIRA: QUANTUM BREAK SERÁ LANÇADO NA STEAM, 
AGORA COMPATÍVEL COM DIRECTX 11 
 
 Parece que aquela história de Quantum Break ser exclusivo da Windows Store no PC 
ou de que o game seria somente compatível com DirectX 12 não passavam de mentira. Isso 
porque o título de ação da Remedy vai chegar na Steam mês que vem. 
 Como a própria desenvolvedora confirmou através de sua conta oficial no Twitter, o 
game ainda vai chegar inclusive trazendo suporte a Windows 7, Windows 8 e DirectX 11, desde 
que os sistemas sejam 64-bits. 
 "Este download digital vai incluir todos os últimos updates, e a lista deles pode ser 
encontrada no site oficial do game", explicou a Remedy, num comunicado oficial. 
 A Microsoft só não explicou se as versões compradas na Steam vão fazer parte da 
funcionalidade Play Anywhere, mas esperamos esclarecimentos da companhia em breve. 
Quantum Break chega na Steam dia 14 de setembro. Na Windows Store, o game está custando 
R$ 140. 
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1.2. TEXT 2 – NEWS REPORT 
 
ANTES EXCLUSIVO DO PS4, "RIME" SAI EM MAIO TAMBÉM NO PC, XONE E 
ATÉ SWITCH 
 
 Anunciado originalmente como game exclusivo para PlayStation 4 na feira 
alemã Gamescom, em 2013, "Rime" deixou de ser título exclusivo do console da Sony. 
 O game de aventura, com fortes referências a "ICO" e "Legend of Zelda: Wind Waker" 
agora sai em maio e terá versões também para Xbox One, PC e até Nintendo Switch (além, 
claro, do PS4), conforme revela o trailer mais recente, divulgado pelo IGN. 
 De fato, o Ministério da Justiça já tinha dado 'spoiler' dessa novidade já em dezembro, 
ao classificar o game para essas plataformas e deixar a informação publicada por alguns 
momentos no site oficial da Classificação Indicativa. 
 Aventura para apenas um jogador com gráficos coloridos e muitos quebra-cabeças, 
"Rime" é produção do estúdio Tequila Works, o mesmo de "Deadlight”.  
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1.3. TEXT 3 
 
[REVIEW] PLAYSTATION 4 PRO É O CONSOLE MAIS POTENTE JÁ FEITO, 
MAS TALVEZ VOCÊ NEM NOTE ISSO 
 
 Teve um momento jogando Infamous First Light, conforme a heroína feita de luz 
escalava uma parede em meio à escuridão, que eu apreciei bastante todo o hype ao redor do PS4 
Pro. A mulher é um pacote multicolorido de partículas de luz, e graças ao HDR, eu consegui 
perceber cada partícula e notar como elas formam um brilho vibrante na parede vermelha. 
 Normalmente, ela é apenas um amontoado de luzes, mas o grande alcance dinâmico, ou 
HDR, serve para você ver detalhes mesmo em momento de brilho ou escuridão extrema. Estou 
vendo o futuro dos videogames, e ele é extraordinário. 
 Mas Infamous First Light é apenas um dos vários jogos que se aproveitam totalmente 
do que o PS4 Pro consegue fazer. O novo sistema da Sony conta com mais potência do que o 
PS4 original, e designers de jogos podem se aproveitar desse poder extra mais ou menos como 
no caso de PCs com placas gráficas de ponta. 
 Isso significa que os jogos na plataforma PlayStation nunca foram tão bonitos, mas isso 
também introduz um elemento complicado de fragmentação como nos PCs, algo que consoles 
sempre evitaram. Dependendo do jogo, ele pode ser bastante diferente no PS4 em comparação 
com o PS4 Pro. 
 Não é o primeiro console a oferecer uma atualização pequena de hardware em relação 
ao anterior. Em agosto, a Microsoft lançou o Xbox One S, que, entre outras coisas, oferece 
HDR e 4K. No ano que vem, o Xbox Scorpio promete ser ainda mais potente, fragmentando 
ainda mais o mercado. Assim como no caso dos consoles da Microsoft, o PS4 Pro é para fãs 
que querem atualizações gráficas consideráveis para seus jogos. 
 
HDR 
 
 E a atualização é significativa se a sua TV puder lidar com isso – apesar de que não é o 
4K em upscaling que faz o Pro valer a pena para fãs do console da Sony. A diferença real está 
nas cores e no HDR que o PS4 Pro consegue processar. 
 Ele tem uma gama de cores expandida, o que significa que os vermelhos, azuis e verdes 
são mais parecidos com os do mundo real. Se a sua TV consegue lidar com essas cores extras 
(procure por uma TV com “gama de cores ampliada”), então vai ser essa a maior diferença que 
você vai notar ao ligar o novo PS4 – a tela azul é mais azul no PS4 Pro. 
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 The Last of Us Remastered se destaca como bom exemplo do que o PS4 Pro consegue 
fazer, e também de como suas melhorias nem sempre são ótimas. É um mundo que passou 20 
anos sofrendo com um apocalipse zumbi, cheio de ervas daninhas dominando o que um dia foi 
a civilização. Todas essas ervas ficam mais bonitas e verdes no Pro em comparação com o PS4. 
O visual melhorado se aproxima dos verdes “reais” das plantas do mundo real – um verde que 
muitos jogos, e TVs antigas, não conseguem reproduzir. Ao mesmo tempo, o HDR só é notado 
na tela inicial do jogo, praticamente. 
Esse é um problema que você vai encontrar em vários jogos lançados antes do PS4 Pro. Mesmo 
que muitos deles recebam patches com atualização para o console, muitos jogos simplesmente 
não foram projetados com o PS4 Pro em mente, e, assim, não foram feitos pensando nas 
capacidades HDR. 
 Então os raros jogos que conseguem se aproveitar do HDR fazem isso de maneira sutil. 
Você pode ver o tecido de uma cortina conforme o sol passa por ela em The Last of Us, pode 
perceber melhor o reflexo de uma janela em Ratchet & Clank. Até agora, percebi melhor o 
HDR em Infamous First Light. O jogo faz uso substancial do design de luz – e muito disso é 
perdido quando jogado no PS4 antigo. 
 Infelizmente, a maioria dos jogos que receberam melhorias no PS4 Pro ainda não são 
compatíveis com HDR. São mudanças mais sutis. Alguns jogos são renderizados em 4K, outros 
usam as entranhas mais potentes do PS4 Pro para exibir mais sombras, cores e texturas. 
 
BELEZA VS. SIMPLICIDADE 
 
 E esse é o tipo de coisa que, pessoalmente, detesto ver em consoles. A beleza dos jogos 
em consoles sempre foi a simplicidade. Você conecta na sua TV e tem uma experiência idêntica 
à dos seus amigos. Não importa qual TV você tenha, ou onde comprou o console. Todos os 
aparelhos, até o momento, eram iguais. Até mesmo o Xbox One S oferece mudanças mínimas 
para poucos jogos. As diferenças entre Gears of War 4 no One S e no One são difíceis de 
perceber, a não ser que você passe um bom tempo caçando elas. 
 Mas quando estou jogando o PS4 Pro, sei que essas pequenas mudanças existem. 
Também sei que é bizarramente difícil aproveitar todas essas mudanças. 4K, HDR e gama 
ampla de cores são, coletivamente, chamados de UHD. 
 Tanto o PS4 Pro quanto o Xbox One S são capazes de gerar essas imagens, mas para ter 
toda a experiência do UHD, você precisa de uma TV UHD (que não é nada barata), seu cabo 
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HDMI precisa ser veloz o suficiente (ambos os sistemas acompanham um cabo compatível), e 
eles precisam ser ligados à entrada da sua TV com HDCP 2.2 – que quase nunca é marcada nas 
TVs. Você vai precisar acessar fóruns de entusiastas de vídeo na internet para descobrir qual 
das entradas da sua TV funciona com os consoles. 
 Mas tenho que admitir que, quando tudo está certo e o PS4 Pro está ligado na porta certa 
de uma TV que exibe UHD rodando um jogo compatível com o console, então a experiência é 
incrível – uma que praticamente rivaliza com a experiência de PCs muito mais caros. Lá fora, 
um PS4 Pro custa US$ 400; é o mesmo preço que você paga por uma placa de vídeo capaz 
de 4K a 30 fps, como a Nvidia 1070 – e só pela placa, sem o resto do PC. 
 Se você quer usar o máximo que a sua TV UHD oferece e faz questão de ter os melhores 
gráficos possíveis em um console, o PS4 Pro vai oferecer a melhor experiência possível 
atualmente. Mas se você só quer jogar videogame, talvez seja melhor economizar um pouco e 
levar um PS4 Slim. 
 O PS4 Pro ainda não tem previsão de lançamento no Brasil. 
 
OBSERVAÇÕES 
 
 Ele exibe imagens UHD, o que significa resolução 4K, gama de cores ampliada e HDR. É 
maravilhoso, quando a TV é compatível com isso. 
 Apenas alguns jogos receberam patches para aproveitar melhor o PS4 Pro e cada jogo funciona 
de um jeito. As melhorias não são universais. 
 Jogos que não foram atualizados não têm nenhuma diferença perceptível. 
 Os melhores recursos do PS4 Pro não funcionam quando ele é ligado ao PlayStation VR. 
 O botão power e eject agora são visíveis a olho nu. Ficou mais fácil remover o disco que está 
dentro do console. 
 Ele é mais silencioso do que o PS3, mas mais barulhento do que o PS4, especialmente quando 
está rodando jogos em disco. 
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1.4. TEXT 4 
 
[REVIEW] XBOX ONE X É O CONSOLE PERFEITO PARA O PC GAMER 
PREGUIÇOSO 
 
 Aqui vai um fato raramente discutido fora dos círculos de jogos: as entranhas do seu 
videogame importam. Há um tempo, jogos eram programados para rodar da mesma forma em 
cada console, e em alguns casos (como Destiny 2), jogos ainda são desenvolvidos dessa 
maneira. Mas a maioria dos jogos usa o que é chamado de “resolução dinâmica”, com a 
resolução mudando de 720p para até 4K, dependendo da cena. Assim, quanto mais poderoso o 
console, maior e mais consistente é a resolução do jogo. Quer algo próximo a uma constante 
resolução 4K sem precisar gastar em um caro PC para jogar? Então você vai precisar de um 
console poderoso. 
 E é aí que entra o Xbox One X. Este é o mais poderoso console já feito, e por causa 
disso, ele te entregará a experiência mais próxima de um PC para jogos sem a necessidade de 
gastar tempo e dinheiro montando um. 
 E ele tem um monte de jogos para PC! Graças ao programa Xbox Play Anywhere, há 
uma enorme variedade de jogos que você pode jogar tanto no Xbox quanto no PC. O console 
também garantiu alguns jogos exclusivos, como Cuphead e Playerunknown’s Battlegrounds. 
Se você puder ignorar o fato que todos os seus amigos provavelmente são donos de Playstation 
4 e aproveitam exclusivos como Horizon Zero Dawn e Uncharted 4, então o Xbox One X é 
quase o console perfeito. 
 Além de ser o console mais poderoso já feito, ele é menor que o Xbox One S e o 
Playstation 4 Pro. Se você joga no PC porque quer a experiência mais bonita possível, então o 
Xbox One X dará a versão simples dessa experiência na maior parte do tempo (Jogos para PC 
não têm limites de quadros por segundo, enquanto o Xbox One X nunca ultrapassará os 60 — 
o que pode ser um problema se você joga jogos de luta onde um único quadro faz a diferença 
entre ganhar ou perder). Caso o jogo que você comprou seja um “Xbox One X enhanced” — 
estará escrito na caixa do jogo — ele rodará a até 60 quadros por segundo em 4K e com suporte 
a HDR. Mas caso o jogo não tenha essa função, o Xbox One X fará upscalling — recurso que 
força o aumento da resolução do Full HD até atingir o 4K — de forma muito boa, dando a você 
uma experiência quase tão nítida e vibrante como se estivesse rodando nativamente. 
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 Além de entregar uma imagem quase tão boa quanto PCs poderosos, o resultado final 
também é mais bonito que o do PS4 Pro. Este console é a caixa de 4K e HDR da Sony, mas ele 
não é tão poderoso quanto o Xbox One X. Ambos lidam muito bem com HDR, o que significa 
gráficos melhores — em Assassin’s Creed Origins, por exemplo, a luz reflete na água de forma 
mais natural. Mas o  PS4 Pro não faz upscalling para 4K tão bem. Você talvez apenas note se 
for um nerdão que gosta de sentar bem na frente da tela e avalie a mesma cena de Destiny nos 
dois consoles incansavelmente, mas, enfim, o PS4 Pro faz a função com um pouco de desfoque. 
Os gráficos dele são são tão nítidos quantos os do Xbox One X. 
 Mas, de novo, o PS4 Pro e o Xbox One X não rodam jogos tão bem quanto um PC. Se 
você quer o melhor visual de todos, vai ter que gastar em um PC que faça o trabalho. Mas 
ninguém compra um console pela melhor qualidade visual. As pessoas compram um console 
porque querem a mistura perfeita de preço, qualidade e facilidade de uso. Consoles são mais 
baratos e mais rápidos de configurar, e, para a maioria das pessoa, a qualidade visual é boa o 
bastante. 
 E quando você leva em consideração a resolução 4K dinâmica, e o poder necessário 
para chegar o mais próximo possível de 4K o tempo todo, então o Xbox One X é facilmente a 
melhor junção de preço e qualidade que não é possível encontrar em nenhum outro console no 
momento. 
 Particularmente por ele não ser apenas um console. Além de rodar jogos e a maioria dos 
apps de streaming (como Netflix e Amazon Prime), o Xbox One X, assim como seu primo 
Xbox One S, rodam Blu-Rays em altíssima definição: blu-rays que suportam 4K, HDR e uma 
vasta gama de cores. Blu-rays talvez não sejam tão cobiçados quanto foram DVDs e VHS, mas 
quando rodo Star Trek Beyond em um Blu-ray UHD a imagem é muito melhor do que o mesmo 
filme em streaming pelo app da Amazon. Sinto que posso contar cada estrela que aparece na 
tela enquanto a Entreprise passa, e, graças a vasta gama de cores, até a logo do Star Trek Beyond 
aparece melhor em Blu-ray. É incrível como UHD é muito melhor que streaming. 
 Mas o Xbox One X não é apenas o console mais rápido com os melhores gráficos, ele 
também é o console mais caro disponível no mercado. Por R$ 4.000 você compra dois Xbox 
One S que também suportam Blu-rays UHD, 4K e HDR. A grande diferença entre os dois é que 
o Xbox One X pode fazer upscalling para 4K e atingir resolução em 4K de maneira mais 
consistente em jogos novos. 
 Então, deveria você comprar o auge do design dos consoles? Caso você seja um 
obcecado por Xbox e precise da melhor qualidade de imagem, sim, vá reservá-lo agora mesmo 
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e se maravilhe com a luz refletindo de maneira muito mais bela na água. Caso você seja um 
dedicado fã do Playstation, não. Você já fez sua escolha. 
 O mesmo pode ser dito se todos os seus amigos têm PS4s e você planeja jogar muito 
Destiny 2 e FIFA. O Xbox One X é muito bom, mas você não pode jogar com seus amigos 
donos de PS4s e PCs — e vale lembrar que são mais que o dobro de PS4s do que Xbox Ones 
por aí. Assim, o número de adversários online no PS4 é maior. 
 O sistema é claramente para o jogador de PC que não se importa com um meio-termo 
(e nem com o fato de precisar jogar com um controle em vez de mouse e teclado). O Xbox One 
X oferece os melhores gráficos em um dos menores designs (excluindo o Nintendo Switch). 
Ele roda boa parte dos jogos de PC, e você só precisa comprar estes jogos uma vez caso tenha 
ambos os sistemas — isto, é claro, se você comprar jogos digitais diretamente na loja da 
Microsoft. O Xbox One X não será o videogame mais popular desta 8ª geração de consoles, 
mas certamente produzirá alguns dos jogos mais bonitos. 
 O Xbox One X chega ao Brasil dia 15 de dezembro por R$ 4.000. A pré-venda começa 
nesta terça-feira (7). 
 
LEIA-ME 
• É menor que Xbox One S e o Playstation 4. 
• O upscalling para 4K é definitivamente superior ao que o PS4 Pro oferece, e ele ainda roda 
jogos em resolução 1080p de maneira mais nítida que o Xbox One e Xbox One S. 
• Infelizmente, não é tão bom para jogos multiplayer já que o PS4 tem uma base com o dobro 
de unidades vendidas. 
• Ele é (bem) caro. 
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2.0. APPENDIX 2 - TABLES 
2.1. TABLE 1: ATTITUDINAL ITEMS IN TEXT 1 
 
Number Occurrence Attitude 
2.1.1 Era tudo mentira - Judgment (Judge 
of esteem) 
2.1.2 Quantum Break será lançado na Steam, agora 
compatível com DirectX 11 
 
- Appreciation 
(Composition) 
2.1.3 Parece que aquela história de Quantum Break ser 
exclusivo da Windows Store no PC ou de que o 
game seria somente compatível com DirectX 12 
- Appreciation 
(Composition) 
2.1.4 não passavam de mentira - Judgment (Judge 
of esteem) 
2.1.5 Isso porque o título de ação da Remedy - Appreciation 
(Composition) 
2.1.6 Este download digital - Appreciation 
(Composition) 
2.1.7 A Microsoft só não explicou se as versões 
compradas 
- Appreciation 
(Composition) 
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2.2. TABLE 2: ATTITUDINAL ITEMS IN TEXT 2 
 
Number Occurrence Attitude 
2.2.1 Antes exclusivo do PS4, "Rime" sai em maio 
também no PC, Xone e até Switch 
- Appreciation 
(Composition) 
2.2.2  Anunciado originalmente como game exclusivo 
para PlayStation 4 
- Appreciation 
(Composition) 
2.2.3  "Rime" deixou de ser título exclusivo do console 
da Sony 
- Appreciation 
(Composition) 
2.2.4  O game de Aventura - Appreciation 
(Composition) 
2.2.5 com fortes referências - Appreciation 
(Composition) 
2.2.6  e terá versões também para Xbox One, PC e até 
Nintendo Switch (além, claro, do PS4) 
- Appreciation 
(Composition) 
2.2.7  De fato, o Ministério da Justiça já tinha dado 
'spoiler' dessa novidade já em dezembro 
- Appreciation 
(Reaction) 
2.2.8  Aventura para apenas um jogador com gráficos 
coloridos e muitos quebra-cabeças 
- Appreciation 
(Composition) 
2.2.9 "Rime" é produção do estúdio Tequila Works - Appreciation 
(Composition) 
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2.3. TABLE 3: ATTITUDINAL ITEMS IN TEXT 3 
 
Number Occurrence Attitude 
2.3.1 PlayStation 4 Pro é o console mais potente 
já feito 
- Appreciation 
(Reaction/Value) 
2.3.2 Teve um momento jogando Infamous First 
Light, conforme a heroína feita de luz 
escalava uma parede em meio à escuridão, 
que eu apreciei bastante todo o hype ao 
redor do PS4 Pro. 
- Affect (Satisfaction) 
2.3.3  Estou vendo o futuro dos videogames, e ele 
é extraordinário. 
- Appreciation 
(Reaction/Value) 
2.3.4  os jogos na plataforma PlayStation nunca 
foram tão bonitos 
- Appreciation 
(Composition/Reaction) 
2.3.5  o PS4 Pro é para fãs que querem 
atualizações gráficas consideráveis para 
seus jogos. 
- Appreciation 
(Composition/Value) 
2.3.6 O PS4 Pro é maior (e mais barulhento) do 
que o PS4 antigo 
- Appreciation 
(Composition) 
 
2.3.7 E a atualização é significativa se a sua TV 
puder lidar com isso 
- Appreciation 
(Composition/Value) 
2.3.8 Ele tem uma gama de cores expandida - Appreciation 
(Composition) 
2.3.9 The Last of Us Remastered se destaca como 
bom exemplo do que o PS4 Pro consegue 
fazer 
- Appreciation (Reaction) 
2.3.10 O visual melhorado se aproxima dos verdes 
“reais” das plantas do mundo real 
- Appreciation 
(Reaction/Composition) 
2.3.11 Infelizmente, a maioria dos jogos que 
receberam melhorias no PS4 Pro ainda não 
são compatíveis com HDR 
- Appreciation 
(Reaction/Composition) 
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2.3.12 E esse é o tipo de coisa que, pessoalmente, 
detesto ver em consoles 
- Affect (Dissatisfaction) 
2.3.13 quando estou jogando o PS4 Pro, sei que 
essas pequenas mudanças existem 
- Appreciation (Reaction) 
2.3.14 Também sei que é bizarramente difícil 
aproveitar todas essas mudanças 
- Appreciation (Reaction) 
2.3.15 Tanto o PS4 Pro quanto o Xbox One S são 
capazes de gerar essas imagens 
- Appreciation (Value) 
2.3.16 a experiência é incrível – uma que 
praticamente rivaliza com a experiência de 
PCs muito mais caros. 
- Appreciation 
(Reaction/Value) 
2.3.17 Se você quer usar o máximo que a sua TV 
UHD oferece e faz questão de ter os 
melhores gráficos possíveis em um console, 
o PS4 Pro vai oferecer a melhor experiência 
possível atualmente. 
- Appreciation (Value) 
2.3.18 Mas se você só quer jogar videogame, talvez 
seja melhor economizar um pouco e levar 
um PS4 Slim. 
- Appreciation (Value) 
2.3.19 É maravilhoso, quando a TV é compatível 
com isso. 
- Appreciation 
(Reaction/Value) 
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2.4. TABLE 4: ATTITUDINAL ITEMS IN TEXT 4 
 
Number Occurrence Attitude 
2.4.1 Xbox One X é o console perfeito para o 
PC gamer preguiçoso 
- Appreciation (Value) 
- Judgment (Judge of esteem) 
2.4.2 4.2 Este é o mais poderoso console já 
feito 
-  Appreciation (Reaction/Value) 
2.4.3 ele te entregará a experiência mais 
próxima de um PC 
-  Appreciation (Reaction/Value) 
2.4.4 Se você puder ignorar o fato que todos 
os seus amigos provavelmente são 
donos de Playstation 4 e aproveitam 
exclusivos como Horizon Zero 
Dawn e Uncharted 4, então o Xbox 
One X é quase o console perfeito. 
- Appreciation (Value) 
2.4.5 ele é menor que o Xbox One S e o 
Playstation 4 Pro 
- Appreciation (Composition) 
2.4.6 o Xbox One X nunca ultrapassará os 
60 
- Appreciation (Composition) 
2.4.7 Além de entregar uma imagem quase 
tão boa quanto PCs poderosos, o 
resultado final também é mais bonito 
que o do PS4 Pro 
- Appreciation 
(Reaction/Composition/Value) 
 
2.4.8 o PS4 Pro e o Xbox One X não rodam 
jogos tão bem quanto um PC. 
- Appreciation (Value/Reaction) 
2.4.9 o Xbox One X é facilmente a melhor 
junção de preço e qualidade que não é 
possível encontrar em nenhum outro 
console no momento. 
- Appreciation (Value) 
2.4.10 é o console mais caro disponível no 
mercado 
- Appreciation (Value) 
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2.4.11 Caso você seja um obcecado por Xbox 
e precise da melhor qualidade de 
imagem, sim, vá reservá-lo agora 
mesmo e se maravilhe com a luz 
refletindo de maneira muito mais bela 
na água. 
- Appreciation (Reaction/Value) 
- Judgment (Judge of esteem) 
2.4.12 O Xbox One X é muito bom, mas você 
não pode jogar com seus amigos donos 
de PS4s e PCs 
- Appreciation (Reaction/Value) 
2.4.13 O sistema é claramente para o jogador 
de PC que não se importa com um 
meio-termo 
- Appreciation (Value) 
2.4.14 O Xbox One X não será o videogame 
mais popular desta 8ª geração de 
consoles, mas certamente produzirá 
alguns dos jogos mais bonitos. 
- Appreciation (Reaction/Value) 
2.4.15 O upscalling para 4K é definitivamente 
superior ao que o PS4 Pro oferece, e 
ele ainda roda jogos em resolução 
1080p de maneira mais nítida que o 
Xbox One e Xbox One S. 
- Appreciation 
(Composition/Reaction) 
2.4.16 Infelizmente, não é tão bom para jogos 
multiplayer já que o PS4 tem uma base 
com o dobro de unidades vendidas. 
- Appreciation (Reaction/Value) 
 
 
 
 
